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5 PRIORITY CLAIM 

This application is a non-provisional patent application of and which claims 
priority to and the benefit of U.S. Provisional Patent Application Serial No. 60/445,769, 
filed February 10, 2003, which is incorporated herein by reference. 



10 COPYRIGHT NOTICE 

A portion of the disclosure of this patent document contains or may contain 
material which is subject to copyright protection. The copyright owner has no objection 
to the photocopy reproduction by anyone of the patent document or the patent 
disclosure in exactly the form it appears in the Patent and Trademark Office patent file 

15 or records, but otherwise reserves all copyright rights whatsoever. 

FIELD OF INVENTION 
In general, the present invention relates to a method of playing a Twenty-One 
game and, more particularly, to a variant in which the dealer and players use one or 
20 more common cards that remain unknown until all player and/or dealer decisions are 
completed. 
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BACKGROUND OF THE INVENTION 
Twenty-One is a game of chance in which a dealer and one or more players 
attempt to build hands with counts of twenty-one, or as close to twenty-one as possible 
without exceeding twenty-one. 

5 

Traditional Twenty-One 
To play a traditional Twenty-One game, the player places an initial wager 
between the minimum and maximum amounts set by the gaming establishment. After 
placing a wager, the player and the dealer are dealt two initial cards. The player's cards 
10 are dealt face-up ("shown cards") or face-down ("hole cards"); the dealer's cards are 
dealt one face-up and the other face-down. 

All cards are dealt from one or more standard deck of 52 cards comprised of four 
cards of 13 ranks: 2, 3, 4, 5, 6, 7, 8, 9, 10, Jack, Queen, King and Ace. The number- 
value cards (i.e. 2 through 10) each count at face value; Jack, Queen, and King cards 
1 5 each count as ten; and Ace cards count as one or eleven toward the total hand count. 

Based upon the initial cards, a player may take any of the following actions: take 
one or more additional cards ("hit"), double the initial wager and take exactly one hit 
("double-down"); divide a pair of same cards into two hands with separate wagers on 
each hand ("split pairs"); place a side bet that the dealer has blackjack when dealer 
20 shows an Ace ("insurance"); or, stop taking any additional cards ("stand"). 

After the first hit, the player may not double-down, split pairs, or buy insurance; a 
hit may only be followed by another hit or standing. After a double-down, the player 
may not double-down again, hit, split pairs or buy insurance; a double-down must be 



3 



followed by standing. No decisions of any type may be made once the player has 
decided to stand or after the hand count exceeds twenty-one ("busts"). 

After all players have made their decisions or busted, the dealer's cards are 
revealed and played according to a pre-determined rule: the dealer must hit until the 
5 hand count equals or exceeds seventeen and must stand on all hand counts above 
seventeen. In dealer hands with an ace ("soft hands"), the rule may instruct the dealer 
to hit a two-card seventeen ("soft seventeen") or stand on a soft seventeen. 

At the end of all player and dealer decisions, the dealer's hand count is 
compared to each player's hand count: 
10 - If the player has a higher hand count than the dealer, without busting, the 

player wins; 

- If the dealer has a higher hand count than the player, without busting, the 
player loses; 

- If the player busts, the player loses regardless of the dealer's hand count; 
15 - If the dealer busts and the player does not bust, the player wins; and 

- If the player and dealer have the same hand count, no one wins or loses 
unless the hand count is twenty-one and one of the two hands is comprised of 
two cards. A two card twenty-one ("blackjack") beats any other hand count of 
twenty-one. 

20 All winning blackjack hands are paid at 3:2 odds, such that the total wager is 

returned along with an additional amount equal to one-and-a-half times the total wager. 
A growing number of gaming establishments, however, reduce the winning blackjack 
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award to 6:5 odds. All other winning non-blackjack hands are paid at 1:1 odds, such 
that the total wager is returned along with an additional amount equal to the total wager. 

Variants Using Common Cards 
5 Variants of traditional Twenty-One provide the dealer and players with one or 

more cards common to dealer and player hands. Common cards speed up the game 
by requiring fewer cards dealt since the dealer only needs to deal one card to each 
player instead of two cards. Common card games allow players to wager on more 
hands and gaming establishments to generate more revenue. 
10 Further, common cards provide a communal point from which players make 

decisions and celebrate winning outcomes. Common card games build communal 
energy around the game, attract more players to the game, keep players at the game, 
increase profits for gaming establishment, and develop player loyalty to the gaming 
establishment. 

15 A first method using common cards is disclosed in US Patent No. 5,320,356, filed 

on August 23, 1993, and assigned on its face to Fast Action Games Tech., Inc., and 
hereinafter referred to as "Patent 536." Patent 536 teaches a Twenty-One game in 
which a common card counts towards the hand count of both players and the dealer. 

In a preferred embodiment of Patent 356, the game is played by dealing a face- 

20 up card to each of the players and the dealer, and then a face-down common card. 
Players may make an insurance wager, if the dealer shows an ace, and/or place an 
additional "even money wager" on the outcome of the hand. Following these bets, the 
common card is revealed and used to calculate the value of each player's hand and the 
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dealer's hand. The players may hit, stand, double or split according to traditional 
Twenty-One rules. After all player decisions are made, the dealer's hand is played 
according the traditional Twenty-One rules. 

A second method using common cards is disclosed in US Patent No. 5,934,675, 
5 filed on April 09, 1998, and assigned on its face to Las Vegas Single Hand 21 , LLC, and 
hereinafter referred to as "Patent 675." Similar to Patent 536, Patent 675 teaches a 
Twenty-One game with common cards used by players and the dealer in accordance 
with traditional Twenty-One rules. 

In a preferred embodiment of Patent 675, the game is played by dealing a face- 
10 up card to each of the players and the dealer, and then a face-up common card. The 
common card is used to calculate the value of each player's hand and the dealer's 
hand. Each player's hand is hit until the hand count equals or exceeds twelve. The 
player may then decide to hit or stand, with all hits dealt to the individual player, 
according to traditional Twenty-One rules. After players have completed their decisions, 
1 5 the dealer's hand is also played according the traditional Twenty-One rules. 

Variants of traditional Twenty-One using common cards, such as the preferred 
embodiments of Patents 356 and 675 described above, use cards known to players and 
the dealer before requiring players or the dealer to make decisions ("known common 
cards"). These known common card variants employ traditional Twenty-One rules and 
20 strategy and thus suffer from the same drawbacks as the traditional game: 

First, traditional Twenty-One and variants using known common cards require 
complex strategies. Players make mistakes, lose money, grow frustrated, and seek out 
other games to play and other gaming establishments in which to wager. 
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Second, traditional Twenty-One and variants using known common cards only 
allow the player to increase the wager once per hand and then only increase the wager 
up to double the initial amount. Wagering restrictions frustrate a player seeking to press 
an advantage over the dealer with multiple wager increases. 
5 Third, traditional Twenty-One and variants using known common cards only allow 

the player to take one hit after increasing a wager. Card restrictions frustrate a player 
seeking to improve a hand and protect an enhanced wager. 

Thus, there exists a need for a variant of traditional Twenty-One to overcome 
these drawbacks and more fully exploit the potential of Twenty-One games. It is an 
10 object of the present invention to provide such a variant, with all of the advantages 
described in the sections below. 

SUMMARY OF THE INVENTION 
The present invention is a variant of Twenty-One in which the dealer and players 
15 use one or more common cards that remain unknown until all player and/or dealer 
decisions are completed ("unknown common cards"). 

To play a preferred embodiment of the present invention, a player places an 
initial wager and is dealt one card face-up. The dealer is also dealt one card face-up. 
An unknown common card is then dealt face-down. If the dealer's face-Up card is a "9" 
20 of any suit, a second common card is dealt face-down. 

Following the initial deal, the player may make one of three decisions: take one 
or more additional cards ("hit"), increase the wager up to twice the previous amount and 
hit ("raise-and-hit"), or stop taking any additional cards ("stand"). The player may hit or 
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raise-and-hit any number of times provided that the player's hand count does not 
exceed twenty-one ("bust"). 

Once the player stands, the dealer plays according to a pre-determined rule: hit 
until the hand count equals or exceeds nine and stand on all hand counts above nine. 
5 In dealer hands with an ace, the dealer always values the Ace as eleven ("soft hands"). 
The dealer always stands with an Ace face-up and may not hit any soft hand. 

At the end of all player and dealer decisions, the unknown common card(s) is 
revealed by the dealer. Players and the dealer add the value of the common card(s) to 
their hand count. Each player's hand count is then compared to the dealer's hand count 
1 0 to determine an outcome, as follows: 

- If the player has a higher hand count than the dealer, without busting, the 
player wins; 

- If the dealer has a higher hand count than the player, without busting, the 
player loses; 

15 - If the player busts, the player loses regardless of the dealer's hand count; 

- If the dealer busts and the player does not bust, the player wins; and 

- If the player and dealer have the same hand count, no one wins or loses 
unless the hand count is twenty-one and one of the two hands is comprised of 
two cards. A two card twenty-one ("blackjack") beats any other hand count of 

20 twenty-one. 

Winning blackjack hands are paid at 3:2, such that the total wager is returned 
along with an additional amount equal to one and one-half times the total wager. All 
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other winning hands are paid at 1:1, such that the total wager is returned along with an 
additional amount equal to the total wager. 

By using unknown common cards, the present invention overcomes the 
drawbacks of traditional Twenty-One and variants using known common cards, as 
5 described in the section above. 

First, the present invention uses much simpler strategy than traditional Twenty- 
One and variants using known common cards. Second, the present invention allows 
the player to raise the wager multiple times, with each raise increasing the wager up to 
three times. And, third, the present invention allows the player to take an unlimited 
1 0 number of hits after increasing a wager. 

In addition to overcoming the drawbacks of traditional Twenty-One and variants 
using common cards, the present invention provides its own unique advantages 
inherent to using unknown common cards: 

First, unknown common cards lead to fewer player busts. Since basic strategy 
15 mandates standing on any hand showing 1 1 or more, players never bust prior to seeing 
the common card and bust less frequently after seeing the common card. 

Second, unknown common cards keep players involved throughout every hand. 
Since players do not bust before seeing the common card, every player is involved in 
every hand until the common card is revealed. 
20 Third, unknown common cards increase suspense and excitement. Since 

players are kept in suspense until the final card, players stay focused and excited about 
the potential outcome of every game until the common card is revealed. 
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BRIEF DESCRIPTION OF THE DRAWINGS 
Figure 1 shows an aerial view of a table layout for a preferred embodiment of the 
present invention, with seven player positions, a dealer position, a common card(s) 
area, a rules area, a chip rack, and a deposit slot to a deposit box. 
5 Figure 2 shows a player strategy card for a preferred embodiment of the present 

invention that indicates the mathematically correct action - hit, raise-and-hit, or stand - 
for all hand counts. 

Figures 3a-i compare nine preferred embodiments of the present invention, using 
different wagering and card-play options, against traditional Twenty-One. 

10 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 
A preferred embodiment of the present invention - "Suspense 21" - is a variant 
of traditional Twenty-One in which the dealer and players attempt to build a hand with a 
value of twenty-one, or as close to twenty-one as possible without exceeding twenty-. 
15 one, using cards that are known to players and the dealer as they are dealt and 
common cards that remain unknown until all player and/or dealer decisions are 
completed. 

Playing Suspense 21 on a Table Layout 
20 Figure 1 shows a preferred Suspense 21 table layout 100, including dealer 

position 102, common card(s) position 104 and seven player positions 106a-106g. In 
addition, the layout includes a chip rack 108, tip slot 110, and various printed 
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instructions and logos 112. In alternative embodiments, a layout may include any 
number of dealer, player and/or common card positions. 

Suspense 21 is played with six standard decks of playing cards stacked to the 
left of chip rack 108, with each deck containing 52 cards comprised of four cards of 
5 thirteen ranks: 2, 3, 4, 5, 6, 7, 8, 9, 10, Jack, Queen, King and Ace. In alternative 
embodiments, the game may use any number of decks of cards and/or decks of cards 
with any number of ranks, types of ranks, or cards per rank. 

Of these cards, the number-value cards (i.e. 2 through 10) each count at face 
value; Jack, Queen, and King cards each count as ten; and Ace cards count as one or 
10 eleven towards the total hand count. In alternative embodiments, each card may be 
assigned any value or values, according to any pre-determined value schedule. 

Players wager an initial amount between the minimum and maximum amounts 
set by the gaming establishment at 106a-106g. All additional wagers are placed directly 
behind the initial wager at 106a-106g. In alternative embodiments, the gaming 
15 establishment may provide any location for wagers, separate locations for different 
wagers, and set any minimum and/or maximum wager amounts. 

An initial card is dealt face-up to each player at 106a-106g and the dealer is also 
dealt an initial card face-up at 102. In alternative embodiments, the initial player and 
dealer cards may be dealt face-down, the initial player cards may be dealt face-up and 
20 the dealer cards face-down, and/or the initial player cards may be dealt face-down and 
the dealer cards face-up. 

A common card is then dealt facedown at 104. In alternative embodiments, more 
than one initial common card may be dealt at 104. In embodiments with one initial 
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common card, the card is always dealt face-down. In embodiments with two or more 
initial common cards, at least one card must be dealt face-down. 

If the dealer's face-up card is a "9" of any suit, a second common card is dealt 
facedown at 104. In alternative embodiments, a second common is dealt if the dealer's 
5 face-up card or cards equal any pre-determined value. In further embodiments, 
additional common cards may be dealt, at any time, based upon any value of the 
player's cards and/or wagers. 

If the dealer's face-up card is an Ace of any suit, the dealer does not offer players 
an insurance bet. In alternative embodiments, the dealer may offer insurance bets 
10 when showing an Ace. If the dealer's face-up card is an Ace, King, Queen, Jack, or 
"10," the dealer does not "peek" at the unknown common card to check for blackjack. In 
alternative embodiments, the dealer may check for blackjack. 

After the initial deal, each player may take one of three actions following the 
initial deal: hit at 106a-106g, raise and hit at 106a-106g, or stand with the cards and 
15 wager at 106a-106g. The player may not split pairs, buy insurance, or take any other 
actions. In alternative embodiments, the player may split pairs, buy insurance, and/or 
take other actions. 

A player may hit any number of times at 106a-106g until standing or busting. 
In alternative embodiments, the player may be limited to a fixed number of hits per hand 
20 and/or a fixed number of hits after raising the wager. 

» A player may raise and hit at 106a-106g any number of times until standing or 
busting. The player may raise the wager up to three times the amount at 106a-106g 
and then must take a hit at 106a-106g. All additional wagers are placed to the side of 
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the initial wager at 106a-106g. In alternative embodiments, the player may raise the 
wager by any multiple and/or take any number of hits with each raise. 

-- A player may stand with the card(s) and wager at 106a-106g at any point prior 
to busting. Once the player has decided to stand, no further actions may be taken. In 
5 alternative embodiments, the player may stand and then take additional actions after 
other player actions and/or dealer actions. 

During a player's turn, any number of hits at 106a-106g may be combined with 
raise and hits at 106a-106g, in any order, prior to standing or busting. Hits at 106a- 
106g may be followed by raise and hits at 106a-106g; raise and hits at 106a-106g may 
10 be followed by hits at 106a-106g. In alternative embodiments, the player may have a 
limited number of actions and/or have to perform actions in a pre-determined sequence. 

The player in the rightmost player position at 106g has the first turn. Once the 
player at 106g finishes, the player to the left at player position 106f acts next. All empty 
player positions are skipped, if any. In alternative embodiments, any position may start 
15 first and play may continue in any random or pre-determined order of subsequent 
positions. 

Once players act on their hands, the dealer must act according to a pre- 
determined rule: hit at 102 until the dealer's hand count equals or exceeds nine and 
then stand with the cards at 102. The dealer always stands with an Ace face-up or any 
20 other soft hand at 102. In alternative embodiments, the dealer may hit until the hand 
count equals or exceeds any value and/or the dealer's hand contains any number of 
cards. 
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At the end of all player and dealer actions, the dealer reveals the common 
card(s) at 104. Players and the dealer add the value of the common card(s) at 104 to 
their hand count. Each player's hand count is then compared to the dealer's hand count 
to determine an outcome. In alternative embodiments, players may make reduce 
5 and/or enhance their wagers at 106a-106g before or after each common card is 
revealed. 

The player wins if the player has a higher hand count than the dealer without 
busting, or the dealer busts and the player does not bust. Winning non-blackjack hands 
are paid at 1:1 odds; winning blackjack hands are paid at 3:2 odds. In alternative 
10 embodiments, the player may collect winning hand payouts at any odds on the initial 
and/or subsequent wagers. 

The player loses if the dealer has a higher hand count than the player without 
busting, or the player busts, even if the dealer also busts. All wagers are on losing 
hands are lost. In alternative embodiments, player and dealer busts may result in no 
1 5 win or loss and the return of some or all of the player's wager ("push"). 

If the player and dealer have the same hand count, the player and dealer push 
unless the hand count is twenty-one and one of the two hands is blackjack. Blackjack 
beats any other hand count of twenty-one. If the player and dealer both have blackjack, 
the player and dealer push. In alternative embodiments, the player may win or lose with 
20 the same hand count as the dealer. 

All hand counts, including player and dealer hands, are determined by the dealer. 
Based upon the hand counts, the dealer distributes awards to players at 106a-106g for 
winning hands or collects wagers from players at 106a-106g for losing hands. In 
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alternative embodiments, a third party or electronic device may determine winning 
hands and distribute awards to any locations on a layout. 

Following the completion of each hand, players collect awards at 106a-106g, if 
any, and place another wager at 106a-106g or stop playing the game. No additional 
wagers may be placed following the completion of a hand. In alternative embodiments, 
the player may participate in bonus events, with or without additional wagering, 
following the completion of a hand. 

Figure 1 shows a Suspense 21 table layout 100 designed for use as a playing 
surface on a gaming table. The Suspense 21 layout 100 may replace the traditional 
Twenty-One layout commonly used in casinos. In alternative embodiments, the present 
invention may be played in different formats and media, including game tables of any 
size, game boards or electronic displays or devices. 

Playing Suspense 21 with a Strategy Card 
15 Figure 2 shows a preferred strategy card with actions based upon mathematical 

analysis of a Suspense 21 game using six standard decks of cards; unlimited number of 
hits; unlimited number of raise-and-hits; raise up to double the previous amount; 
blackjack beats all other twenty-one hand counts; dealer and player blackjacks are a 
push; and winning blackjack hands pay 3:2 odds. 
20 Actions listed on the strategy card in Figure 2 are designed to maximize the 

player's profits during play of the Suspense 21 game, with a net result of -1.8% player 
profit on an average bet of 1.0899 credits. Any actions taken that do not correspond 
with the strategy card will result in lower net player profit over the long run. 
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The strategy card in Figure 2 lists actions to be taken with any possible hand 
count, including soft hands. The actions include hit (H), raise-and-hit (R), and stand (S); 
no other actions are permitted. For example, the strategy card indicates that a player 
should stand with a hand count of 7 opposite a dealer 4 and raise-and-hit with a hand 
5 count of 3 opposite a dealer's 10. 

All Suspense 21 strategies, including the strategy card in Figure 2, indicate that 
the player should always stand with any hand count of 1 1 or more that does not include 
an Ace. By following this simple strategy, the player never busts before seeing the 
common card(s) and stays involved in the game until the common card is revealed. 
10 Further, the player busts less often after seeing the common card(s). 

Comparing Suspense 21 with Traditional Twenty-One 
Figures 3a-f compare the results of nine Suspense 21 games using varying 
wagering and game-play options, with traditional Twenty-One. Each of the nine 
15 comparisons assumes perfect play, using profit maximizing strategy, of traditional 
Twenty-One and Suspense 21. 

Figure 3a compares traditional Twenty-One with a Suspense 21 game using six 
standard decks of cards; raise up to one time the previous amount; raise-and-hit after 
initial card only; and only one hit after a raise. These wagering and game-play options 
20 most closely resemble traditional Twenty-One and produce the following differences: 
» 5.76% fewer player wins; 

- 4.01 % fewer player losses; 

- 7.39% more player-dealer pushes; 
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1.1 188 fewer cards dealt per hand; 

- 1.62% higher expected profit per hand for the gaming establishment; and 
$12.62 greater win per 234 cards played ("shoe") with an average wager of $5 

per player hand. 

Figure 3i compares traditional Twenty-One with a Suspense 21 game using six 
standard decks of cards; raise up to three times the previous amount; unlimited raises- 
and-hits; and unlimited hits after a raise. These wagering and game-play options least 
closely resemble traditional Twenty-One and produce the following differences: 

- 5.41 % fewer player wins; 

- 4.02% fewer player losses; 

- 7.42% more player-dealer pushes; 
1.102 fewer cards dealt per hand; 

- .29% higher expected profit per hand for the gaming establishment; and 
-- $4.56 greater win per shoe with an average wager of $5 per player hand. 

The remaining Suspense 21 games, as represented by Figures 3b through 3h, 
fall within the range of values shown in Figure 3a and 3i. Each of the Figures 3b 
through 3h modify one of the wagering and/or game-play options to measure the result 
of such a modification. For example, Figure 3b modifies Figure 3a by replacing the one 
time restriction on hits after a raise with an unlimited number of hits after a raise. 

All of the Figures 3a through 3i show that Suspense 21 games provide numerous 
advantages to the gaming establishment, including fewer cards dealt per hand, more 
hands dealt per shoe, higher expected profit per hand, and, therefore, increased profits 
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per shoe. Thus, the mathematical analysis demonstrates how unknown common cards 
provide the gaming establishment with a faster and more profitable game. 

At the same time, Figures 3a through 3i show that Suspense 21 games provide 
players with the advantages of faster action, more wagers, less restrictions on the 
5 number and amount of wagers, more control over hits after increasing a wager, and the 
excitement and suspense of staying involved in each and every hand until the final 
unknown common card is revealed. 

PREAMBLE TO THE CLAIMS 

10 The many features and advantages of the present invention are apparent from 

the descriptions, figures, and flowcharts of the preferred and alternative embodiments 
described above. The present invention, however, is not limited to these embodiments, 
as the invention is capable of other embodiments and of being practiced and carried out 
in various ways. For example, features from one embodiment may be combined with 

15 features of another to yield a new embodiment. Additionally, features mentioned in any 
embodiment may be interchanged with similar features not mentioned that perform the 
same or similar functions. And, finally, the phraseology and terminology used to explain 
the embodiments are only descriptive and should not be regarded as limiting. The 
claims, therefore, seek to cover all features and advantages that fall within the spirit and 

20 scope of the present invention. 
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